

Signhills Infant Academy 
Strands of Progression –  Computing
	INFORMATION TECHNOLOGY

	
	Reception
	Year 1
	Year 2
	Year 3

	
Creating Media

Early Leaning Goal / 
NC Objectives



	Exploring Hardware 



	Digital Painting
Digital Writing

· Use technology purposefully to create, organise, store, manipulate and retrieve digital content
	Digital Photography
Digital Music

· Use technology purposefully to create, organise, store, manipulate and retrieve digital content
	Stop-Frame Animation
Desktop Publishing

· Use search technologies effectively
· Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information


	Procedural Knowledge 
(KNOWING HOW TO)

BOLD = KEY 
UNDERLINE = SEND

	· Use technology to explore and access digital content.
· Operate a digital device with support to fulfil a task. 
· Create simple digital content, e.g. digital art. 
· Choose media to convey information, e.g. image for a poster.
	· Create simple digital content, e.g. digital art. 
· Select basic tools/options to change the appearance of digital content, e.g. filter on an image / font / size of paintbrush. 
· Choose appropriate tools to change the appearance of digital content for a purpose. 

	· Create simple digital content for a purpose, e.g. digital music.
· Apply edits to digital content to achieve a particular effect, e.g. add a filter to a photo. 
· Present ideas and information by combining media, e.g. text and images. 

	· Present ideas and information by combining media independently, e.g. text and images. 
· Design and create simple digital content for a purpose/audience, e.g. poster. 
· Edit digital content to improve it, e.g. resize text. 

	Declarative Knowledge 
(KNOWING THAT)

BOLD = KEY 
UNDERLINE = SEND

	
	· Recognise that you can edit digital content to change its appearance. 
· Recognise the difference between creating content on a computer and on paper. 
· Recognise that digital content belongs to the person who created it.
	· Recognise that we can use technology in different ways, e.g. to make music or take and view photographs.
· Explain how content has been improved. 
· Describe the features of a good piece of content, e.g. a photo. 
· Recognise that we can use different types of media to convey information, e.g. text, image, audio, video. 

· Recognise what personal information is and the need to keep it private. 
· Recognise that images can be changed.

	· Identify the features of a good piece of digital content. 
· Explain why we use technology to create digital content. 
· Identify use of desktop publishing in the real world. 
· Recognise why we use different types of media to convey information, e.g. text, image, audio, video. 
· Recognise that digital content belongs to the person who first created it, but we can give permission for others to use it.



	Vocabulary 
	batteries, behind, blurred, blurry, buttons, camera, capture, clear, lick, computer, computer tower, crisp,digital camera, dial, digital clock, electricity, electric toothbrush, gallery, hard-drive, image, iPad, keyboard, keys, larger, lens, memory, mobile phones, monitor, motherboard, mouse, off, on, on top of, open, photograph, photographer, picture, point, power, pull, push, record, remote control, shoot, shut, smaller, speaker, still, system fan, tablets, technology, tinker, twist, under, USB stick, walkie-talkies
	paint program, tool, paintbrush, erase, fill, undo, shape tools, line tool, fill tool, undo tool, colour, brush style, brush size, pictures, painting, computers.
word processor, keyboard, keys, letters, type, numbers, space, backspace, text cursor, capital letters, toolbar, bold, italic, underline, mouse, select, font, undo, redo, format, compare, typing, writing.
	music, quiet, loud, feelings, emotions, pattern, rhythm, pulse, pitch, tempo, rhythm, notes, create, emotion, beat, instrument, open, edit.
device, camera, photograph, capture, image, digital, landscape, portrait, framing, subject, compose, light sources, flash, focus, background, editing, filter, format, framing, lighting,

	text, images, advantages, disadvantages, communicate, font, style, landscape, portrait, orientation, placeholder, template, layout, content, desktop publishing, copy, paste, purpose, benefits.
animation, flip book, stopframe, frame, sequence, image, photograph, setting, character, events, onion skinning, consistency, evaluation, delete, media, import, transition







	COMPUTER SCIENCE

	
	Reception
	Year 1
	Year 2
	Year 3

	
Programming


Early Leaning Goals /
NC Objectives

	All About Instructions 
Programming Bee-Bots

· ELG: Self-regulation: Give focused attention to what the teacher says, responding appropriately even when engaged in activity, and show an ability to follow instructions involving several ideas or actions
· ELG: Managing self: Be confident to try new activities and show independence, resilience and perseverance in the face of challenge
· ELG: Building relationships: Work and play cooperatively and take turns with others
	Moving a Robot
Animations

· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 
· Create and debug simple programs 
· Use logical reasoning to predict the behaviour of simple programs



	Robot Algorithms
Programming Quizzes

· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 
· Create and debug simple programs 
· Use logical reasoning to predict the behaviour of simple programs

	Sequencing Sounds
Events & Actions in Programming 

· Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts 
· Use sequence, selection, and repetition in programs; work with variables and various forms of input and output 
· Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs


	Procedural Knowledge 
(KNOWING HOW TO)

BOLD = KEY 
UNDERLINE = SEND

	· Explore technology. 
· Repeat an action with technology to trigger a specific outcome. 
· Follow simple instructions to control a digital device.
· Recognise that we control computers. 
· Input a short sequence of instructions to control a device.
	· Input a simple program e.g. to control a floor robot. 
· Predict the outcome of a simple algorithm or program. 
· Plan out a simple program to control a floor robot or sprite on a screen. 
· Debug an error in a simple algorithm or program. 
· Create a simple algorithm. 
· Make decisions about the design of a program.
	· Create a program with multiple steps e.g. to control a floor robot. 
· Predict the outcome of an algorithm or program with multiple steps. 
· Identify and correct errors in a given algorithm or program, and recognise the term debugging. 
· Plan out a program by creating an algorithm and evaluate its success.
	· Predict the outcome of a block or textbased program (Scratch/Logo). 
· Successfully modify an existing program, e.g. change background, number of times things happen. 
· Create a program using a range of events/inputs to control what happens.
· Identify errors in a block or text-based program and correct them. 
· Make choices about the design of a program and implement them.


	Declarative Knowledge 
(KNOWING THAT)

BOLD = KEY 
UNDERLINE = SEND

	· Recognise the success or failure of an action. 

	· Recognise that we control computers by giving them instructions. 
· Recognise that an algorithm is a precise set of ordered instructions which can be turned into code. 
· Explain that we can use algorithms to plan out our programs. 

	· Explain that computers have no intelligence and we have to program them to do things.
· Recognise that there may be more than one solution to a problem. 
· Recognise that the order of instructions in a sequence is important. 
· Explain what an algorithm is, and that when inputted on a computer it is called a program. 

	· Explain what a sequence is. 
· Recognise that different inputs (events) can be used to start a program. 
· Recognise that we can create an algorithm to help plan out a program. 
· Recognise that we need to test out programs to check that they work. 


	Vocabulary 
	adjective, algorithm, bend down, blindfold, debug, describe, duck, first, follow, give, hop, instructions, last, left, next, order, predict, prediction, right, run, second, sequence, shuffle, skip, stand still, step over, stop, straight on, third, tiptoe, timer, turn, two-part instructions, under, walk around.

algorithm, arrow, back, backwards, Bee-Bot, circle, debug, direction, directions, forward, instructions, left, program, right, route, sequence, straight on, turn.

	Bee-Bot, forwards, backwards, turn, clear, go, commands, instructions, directions, left, right, route, plan, algorithm, program.

ScratchJr, command, sprite, compare, programming, area, block, joining, start, run, program, background, delete, reset, algorithm, predict, effect, change, value, instructions, design.

	instruction, sequence, clear, unambiguous, algorithm, program, order, prediction, artwork, design, route, mat, debugging, decomposition.

sequence, command, program, run, start, outcome, predict, blocks, design, actions, sprite, project, modify, change, algorithm, build, match, compare, debug, features, evaluate, decomposition, code.


	Scratch, programming, blocks, commands, code, sprite, costume, stage, backdrop, motion, turn, point in direction, go to, glide, sequence, event, task, design, run the code, order, note, chord, algorithm, bug, debug, code.

motion, event, sprite, algorithm, logic, move, resize, extension block, pen up, set up, pen, design, action, debugging, errors, setup, code, test, debug, actions.






























	INFORMATION TECHNOLOGY

	
	Reception
	Year 1
	Year 2
	Year 3

	
Data & Information
 

Early Leaning Goals /
NC Objectives

	Introduction to Data 
(sorting & categorising)



	Grouping Data

· Use technology purposefully to create, organise, store, manipulate and retrieve digital content


	Grouping Data

· Use technology purposefully to create, organise, store, manipulate and retrieve digital content
	Branching Databases

· Use search technologies effectively
· Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information


	Procedural Knowledge 
(KNOWING HOW TO)

BOLD = KEY 
UNDERLINE = SEND

	· Access content in a range of formats, e.g. image, video, audio. 
· Answer basic questions about information displayed in images e.g. more or less.
	· Identify an appropriate label for a group of objects. 
· Group similar objects according to a given property.
· Make choices about how to group objects. 
· Answer questions about groups of objects. 

	· Collect simple data (e.g. likes/dislikes) on a topic. 
· Present simple data using images, e.g. number of animals. 
· Explain information shown in a simple chart or pictogram. 
· Modify simple charts or pictograms, e.g. add title, item or labels. 
· Collect data on a topic (eye colour, pets etc.) and present in a pictogram or chart.
	· Identify suitable attributes to separate objects into groups.
· Identify an object using a branching database.
· Recognise an error in a branching database. 
· Create a branching database using pre-prepared images and questions.
· Independently plan out and create a branching database. 
· Evaluate a given branching database and suggest improvements. 


	Declarative Knowledge 
(KNOWING THAT)

BOLD = KEY 
UNDERLINE = SEND

	
	· Recognise that we can label and group objects according to their properties. 
· Recognise that computers require input from humans to perform tasks. 
· Recognise examples of personal information e.g. name, image.
	· Recognise different forms of digital content, i.e. text, image, video and audio. 
· Recognise charts and pictograms and why we use them. 
· Identify the key features of a chart or pictogram. 

	· Recognise charts, pictograms and branching databases, and why we use them.
· Identify the features of a good question in a branching database. 
· Compare different ways of presenting data. 
· Recognise when to share personal information and when not to.


	Vocabulary 
	altogether, bigger than, branch database, categorise, category, colour, collect, column, count, data, describe, divide, equal, graph, group, height, in total, least popular, length, less, more, most popular, pattern, pictogram, record, row, share, size, smaller than, sort, square, texture, thicker than, thinner than, weight.
	object, label, group, search, image, property, colour, size, shape, value, data set, more, less, most, fewest, least, the same

	more than, less than, most, least, common, popular, organise, data, object, tally chart, votes, total, pictogram, enter, data, compare, objects, count, explain, attribute, group, same, different, conclusion, block diagram, sharing.

	attribute, value, questions, table, objects, branching, database, objects, equal, even, separate, structure, compare, order, organise, selecting, information, decision tree.



	DIGITAL LITERACY

	
	Reception
	Year 1
	Year 2
	Year 3

	
Computing Systems 
& Networks


Early Leaning Goals /
NC Objectives
	Using a Computer 


	Technology Around Us

· Recognise common uses of information technology beyond school 
· Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies
	IT Around Us

· Recognise common uses of information technology beyond school 
· Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies
	Connecting Computers

· Understand the opportunities [networks] offer for communication and collaboration 
· Be discerning in evaluating digital content
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact


	Procedural Knowledge 
(KNOWING HOW TO)

BOLD = KEY 
UNDERLINE = SEND

	· Use different digital devices. 
· Use a mouse, touchscreen or appropriate access device to target and select options on screen. 


	· Log on to the school computer / unlock the school tablet with support. 
· Use a suitable access device (mouse, keyboard, touchscreen) to control an activity on a computer. 
· Open key applications independently. 
· Save and open files with support. 
· Use the keyboard to type and edit text. 

	· Open key applications independently. 
· Save and open files to/from a given folder. 
· Move and resize an image in a document. 

	· Save files with appropriate names. 
· Use a keyboard effectively to type in text. 
· Use left-, right- and double-click on the mouse. 
· Use a search engine to find simple information. 


	Declarative Knowledge 
(KNOWING THAT)

BOLD = KEY 
UNDERLINE = SEND

	· Recognise that you can access content on a digital device.  
· Recognise a selection of digital devices. 
· Recognise and begin to name the basic parts of a computer, e.g. mouse, screen, keyboard. 
· Select a digital device to fulfil a specific task, e.g. to take a photo. 
· Are aware that some online content is inappropriate. 
· Are aware that information can be public or private. 
· Know to tell an appropriate adult if they see something on the computer that upsets them.
	· Explain that technology is something that helps us.
· Recognise a range of digital devices. 
· Name a range of digital devices, e.g. laptop, phone, games console. 
· Identify the main parts of a computer, e.g. mouse, keyboard, screen. 
· Explain why we use passwords. 
· Identify rules to keep safe and healthy when using technology 
· Know who to tell if concerned about content or contact online. 
· Talk about their use of technology at home.

	· Recognise examples of information technology. 
· Recognise that a range of digital devices contain computers, e.g. phone, games console, smart speaker. 
· Explain what the basic parts of a computer are used for e.g. mouse, keyboard.
· Explain that information technology is a computer or something that works with a computer. 
· Talk about uses of information technology in the real world. 
· Remember a simple password to log onto the computer or a website. 
· Identify rules for acceptable use of technology in school.

	· Describe what a computer is (input > process > output). 
· Explain the difference between input and output devices on a computer. 
· Know where to save and open files (e.g. in shared folder). 
· Recognise that school computers are connected. 
· Identify the parts of a network, including switch, server and wireless access point. 
· Explain why we need to keep our password safe

	Vocabulary 
	arrow, click, computer, computer safety, computer tower, cursor, drag, drop, keyboard, left click, letters, lock, log in, log out, lowercase, monitor, mouse, mouse control, move, numbers, paint, password, personal, protect, right click, secure, security, stamp, type, uppercase
	technology, computer, mouse, trackpad, keyboard, screen, double-click, typing.

	Information technology (IT), computer, barcode, scanner/scan

	digital device, input, process, output, program, digital, non-digital, connection, network, switch, server, wireless access point, cables, sockets.




